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Abstract: In the current state of fashion, industry and educational institutions are challenged by digital
technologies and the ways that they disrupt traditional practical and designerly skills. New design tools
including 3D modeling, coding and electronics are not currently covered in the context of a formalized
fashion design education. However, maker communities and maker spaces that are dedicated to fashion
and textile production and innovation, provide alternative learning environments for self-made designers
with skills beyond traditional clothing development. The aim of this research is to explore current maker
spaces and maker communities related to fashion and textiles outside the formal education institutions
including the skills acquired, methods and tools used, the training programs offered and the dynamics of
knowledge transfer within these communities by a critical analysis of the literature. The study reflects on
the processes of learning in maker communities and maker spaces in comparison to formal fashion design
education offered in higher educational institutions, exploring the potential implications for future of
fashion design education.
Keywords: fashion; maker movement; learning; digital fabrication; maker spaces

1 Introduction
Formal and institutionalized fashion design education dates back to the creation of the London College of Fashion in
1906, which offered skill-based learning curriculum (Williams 2018). The German state school Bauhaus (1919-1933)
strongly influenced the foundations of U.S. higher education in fashion design where learning design principles by
doing and making was emphasized and students studied basic art and design courses before progressing to a chosen
design specialization (Marshall, 2009). Many U.S. fashion design programs continue to adopt a similar approach that
includes a foundation year for building the practical skills of pattern making and garment construction, then further
time spent implementing these skills creatively, generally leading to designing fashion collections (Faerm, 2012; Gully,
2009). However, today, both the educational institutions of fashion and the fashion industry are challenged by new
digital technologies that disrupt the traditional practical and creative skills that have been taught in academia (Sun &
Zhao. 2018). Additive manufacturing, textiles and clothing with embedded electronic functionalities, new materials
such as bio textiles and digital tools like 3D body scanners and virtual dressing rooms are transforming the world of
fashion (Sun & Zhao, 2018). New businesses in fashion specializing in different digital fabrication tools and
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technologies are emerging. For example, Julia Daviy identifies as a 3D printed clothing designer and producer,
ElektroCouture creates ready-to-wear fashion technology pieces for the everyday woman, Sensoree defines itself as
bio responsive fashion company, Kobakant’s recent initiative creates a tailor shop for electronic textiles (e-textiles)
and wearable technology. The common feature of these new ventures is that none of the founders/designers come
from a formal fashion design education background and all of them acquired their knowledge and skills through
making activities outside of academia.
Acquiring skills related to clothing making outside formal education institutions has a long history where skills are
passed from generation to generation within families and communities. Sewing circles, knitting clubs and quilting bees
are examples of communities where groups of people meet together to sew or knit and at the same time socialize and
share knowledge and skills about their projects. It is important to note that these groups have grown to become
relevant within the fashion space. In the late 1960s and early 1970s in the U.S., a small Appalachian women’s quilting
group, the Mountain Artisans Co-op grew to fame when they collaborated with the designer Oscar de la Renta to
bring their patchwork quilt inspired garments to haute couture (Lewis et al., 1973). Such communities have provided
opportunities for self-made crafters, makers or designers who use the practical skills they acquired outside the
academia to develop creative artifacts. Today, new maker communities and maker spaces using digital fabrication
tools and technologies in fashion have formed in parallel to the worldwide maker movement. There are also many
maker labs cropping up at fashion design schools that formalize the impact of these alternative-learning environments
on formal education. Due to the rapid speed that these maker spaces and communities have evolved, and their
alternatively formalized organization, it is increasingly significant for continued research on how the impact of
communities that they foster and many ways that the technology, materials and products they help pioneer are
directly impacting the future of fashion in academia.
There has been increasing interest in incorporating learning by making in a wide range of education systems. In the
cumulative primary and secondary education, STEAM (science, technology, engineering, arts and mathematics) is now
commonplace in many countries and has also made its way into higher education. Many education institutions have
experimented with using maker projects to inspire active learning where students engage in the process rather than
passively listening. Originally created as prototyping platforms for community, maker spaces have attracted the
attention of educational institutions for their hands-on project-based learning environments. However, learning in the
context of community practice and the impact of its potential for collaboration and creation has not been as deeply
explored (Forest et al., 2014). In addition, although there is large amount of knowledge on the maker movement from
different angles (Resnick & Rosenbaum,2013; Wilczynski, 2015; Tanenbaum et al., 2013; Browder, Aldrich & Bradley,
2017; Richardson, Elliott& Haylock, 2013; Jordan & Lande, 2016) research on the implications of the maker movement
with specific respect to fashion design education does not exist. The aim of this study is to explore current maker
spaces and maker communities related to fashion and textiles outside of formal education institutions including
examining the skills acquired, methods and tools used, the training programs offered and the dynamics of knowledge
transfer within these communities by a critical analysis of the literature. The study reflects on the processes of
learning in maker communities and maker spaces in comparison to formal fashion design education settings offered in
higher educational institutions. We do this by researching the potential implications for the future of fashion design
education. The importance of this research is two-fold, both to understand the current state of maker spaces as they
are increasingly incorporated into the study of fashion in higher education; and to critically analyze the impact of the
maker movement which is occurring outside of academia to inform the evolution of the fashion design education to
ensure that it is current and reflective of the industry and real-world problem-solving strategies.

2 Maker Communities and Maker Spaces of Fashion
In order to fully understand the impact that maker spaces and maker communities have within fashion design
education, it is important to recognize the history of their evolution as well as their current applications for fashion
design. The intellectual foundations of the maker movement dates back to the 2001, The Massachusetts Institute of
Technology's (MIT’s) Bits to Atoms' program (Voigt, Montero & Menichinelli, 2016) which defines itself as an
“interdisciplinary initiative exploring the boundary between computer science and physical science, studying how to
turn data into things, and things into data”. The maker movement as a social phenomenon emphasizes creating things
via personal digital fabrication, learning by doing and sharing (Hatch, 2014). Honey and Kanter (2013) define this
hands-on nature of making as ‘‘to build or adapt objects by hand, for the simple personal pleasure of figuring out how
things work’’ (p. 4). Limor "Ladyada" Fried, founder and CEO of Adafruit (a DIY electronics kit company) lists maker
activities ranging from 3D modeling on a computer, printing with a 3D printer, making animations to screen-printing
fabric or sharing knitting patterns via the Internet.
2
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Make Media, publisher of Make Magazine and the founder of the Maker Faire event that started in the Bay Area in
2006 has been critical in promoting the maker culture and building maker communities. The bimonthly publication
Make Magazine first coined the word “Maker” to name the community and continues to feature informative articles
on technology and crafts-oriented maker projects. Make magazine covers all areas of making from robotics and
computing to textiles and food. The Maker Faire continues to function as a critical platform where makers exhibit and
share their creations. In addition to these in real life meet ups, there are other physical and digital maker spaces and
maker communities which have been created around certain topics including fashion and textiles to offer makers a
venue for interaction and a place to exchange knowledge and skills. These outposts have been influential in promoting
the learning by doing ethos that has become emblematic of the maker culture. Although each maker space is different
and adapted to a specific purpose, they share the common characteristics of idea creation and prototyping using
digital fabrication tools, promotion of collaboration and mentorship, open exchange of knowledge within digital and
physical communities. They have also created a template for potential labs within higher education that can foster a
similar sense of collaborative, innovative technology exchange and a venue for community to foster contemporary
fashion design.

2.1. Digital Fabrication Technologies
Digital fabrication, new material technologies and the availability of accessible knowledge and skills from communities
related to these technologies act as foundations of the maker movement (Martin, 2015). Digital fabrication is defined
as a “process that unifies design with production through the use of 3D modeling software or computer-aided design
(CAD) and additive and subtractive manufacturing processes.” (Millard et al., 2018, pp. 2-3). Open-source, low cost
hardware and software such as Arduino and Raspberry Pi which can link to digital fabrication devices (Nascimento &
Pólvora, 2018) reinforced the spread of this movement across different creative fields and multiple forms.
Technologies that have formulated digital fabrication have been prevalent in applications of architecture, product and
fashion design (Schumacher, 2017). Especially in fashion, they have been mostly associated with wearable
technologies and e-textiles, bio textiles, 3D printed textiles and clothing, soft robotics and tools like laser cutting,
digital printing and CAD embroidery and knitting. E-textiles and wearable technologies have been a growing maker
activity combining physical aspects of textiles with digital technologies (Buechley et al., 2013), computing and
electronics (Kafai, Fields & Searle, 2014). Easy to use, sewable microcontrollers and availability and accessibility of
conductive threads and fabrics have been influential in wide spread of such making activities. Lilypad Arduino
developed by Leach Buechley as a technologically identical alternative to Arduino, which can be sewn to fabric and
connected with power supplies, sensors and actuators with conductive thread enabled crafting soft circuits and
interdisciplinary practices among designers and technologists (Guler, Gannon & Sicchio, 2016). Digital textile
fabrication technologies go hand in hand with e-textiles. For example, CAD based jacquard weaving, knitting and
embroidery machines enable turning digital designs into finished textiles and clothing with electrical characteristics
embedded in them via use of conductive threads during construction.
Laser technologies are mainly used to create patterns and textures by cutting through the textile materials or by
engraving on the surface of textile materials. Laser technology not only enables digitized cutting ability but can also be
used for fusing or welding synthetic fabrics together by melting them in layers as an alternative to traditional stitching
(Guler, Gannon & Sicchio, 2016).
In addition, 3D printing in fashion industry has found applications in one of a kind experimental designer pieces and in
mass customization to provide users with the ability to personalize products (Vanderploeg, Lee & Mamp, 2017). 3D
printing technology in fashion heavily uses interlocking three-dimensional units and patterns that can create 3D
printed fabric structures using flexible filaments that mimic drape of textile materials (Lipson & Kuman, 2013). 3D
modeling which is a necessary tool for 3D printing enables creation of complex shapes that are not possible by twodimensional fabric (Guler, Gannon & Sicchio, 2016). Integration of body scanning technology which allows retrieving
three-dimensional body measurements digitally in a rapid manner with 3D printing and 3D modeling could lead to
disruptive innovations into present design and productions processes (Wang & Chen, 2014).
The ability for higher education maker spaces to house and maintain the equipment that is needed to remain relevant
within digital fabrication technologies can be game changing. On the other hand, the integration of digital fabrication
technologies in fashion design education requires new sets of knowledge and skills to be delivered where only the
procedures of flat pattern making and draping or sewing would no longer be relevant. Different types of materials in
the forms of Polylactic Acid (PLA), conductive threads and fabrics would come into play in addition to traditional
textile materials (Sun & Zhao, 2018). 3D modeling skills compatible with rapid prototyping methods that are entirely
different from traditional clothing construction methods would be necessary.
3
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2.2 Digital Maker Communities
The interaction with these new digital fabrication tools and materials has also formed online communities with shared
interests where new learning opportunities are offered (Martin, 2015). Websites that host open-source visual or video
tutorials have played a critical role in the formulation of online maker communities. These online making venues also
function as alternative learning environments for individuals interested in making related to fashion.
Instructables.com, owned by Autodesk, offers user created content that includes step-by-step instructions with
accompanying visuals and videos for projects. Some examples of these tutorials range from upcycling old clothes,
creating waterproof textiles and developing leatherwork to tutorials on hand sewing and designing e-textiles.
Instructables also provides an education module with free online video classes on 3D printing, sewing, embroidery,
wearable technologies and such. The modules are taught by an active member of the Instructables community who
have experience in the specific subject matter. Thingeverse.com is an open platform, online design community
dedicated to making and sharing 3D printable files with how-to instructions where anyone can use or alter any design.
Thingeverse offers 3D printable files of jewelry and accessories as well as flexible textile structures one can download
and experiment with 3D printed fashion. Kobakant.com is another collaborative web platform developed by Mika
Satomi and Hannah Perner-Wilson in 2008 to explore hand crafted textiles with electrical functions. Kobakant offers
an accessible online database titled “How to get what you want” to share their e-textile and wearable technology
projects with step-by-step instructions and videos. Burda, a German pattern making and fashion magazine, launched
Burdastyle to promote open fashion design and to connect community of users to exchange ideas on how to design
and sew clothes. Through the Creative Commons license platform, users can access a large collection of patterns to
download and print, an encyclopaedia of sewing, and a close-knit community that exchanges tutorials, templates and
tips on how to sew on your own.
Both the accessibility of digital fabrication technologies and collaborative values of digital maker communities have
formed an organic and open design process where ideas, tools and methods can be modified and evolved as they are
shared within these communities to fit individual needs and tastes (Richardson, Elliott & Haylock, 2013). In this
context, the traditional fashion design processes where a designer relied on tacit knowledge and intuition (Sun and
Zhao, 2018) is disrupted by a new discourse of open-source. Although fashion design education in higher institutions
heavily uses learning tools like video tutorials, the concept of making creative ideas and processes accessible for
iteration is an entirely new framework. A recent application of open design framework in fashion design curriculum
has been observed in experimental fashion design courses on wearables and e-textiles where students are required to
develop step by step instructions about their creations to be shared in online platforms and in courses that utilize
social media to build online communities and share students’ projects.

2.3 Physical Maker Communities
The maker movement continues to grow as a result of different infrastructures that support community engagement
(Martin 2015). Physical maker communities have developed through social and technical practices and transmission of
tacit knowledge via face-to-face interactions that take place in physical locations (Schrock, 2014). According to
American Society for Engineering Education (2016), maker spaces are open community spaces where people explore,
create making related projects and collaborate in multidisciplinary and organic learning environments. The term
maker space, hacker space and fab labs have been interchangeably used in the maker movement literature. Maker
spaces, fab labs and other physical spaces of making all support the grassroots exploration of personal projects and
provide venues for the formation of community cultures with shared goals and values (Forest et al., 2014). Over 1000
Fab Labs worldwide are networked under Fab Foundation, a U.S. non-profit organization, and form a knowledgesharing network in 78 different countries. A research initiative in Europe called the Textile & Clothing Business Labs
(TCBL), funded by the European Union's Horizon 2020 program, also clusters 39 maker spaces and fab labs dedicated
to textiles and clothing with the goal to create alternative ways to over production and diminishing value of textiles
and clothing and to reduce environmental footprint.
Fabricademy is another global network of fab labs focusing on new approaches to textiles and fashion, which may
have some nod towards higher education. Fabricademy functions as a multidisciplinary education and research
platform that utilizes advanced technologies in creating textiles and fashion products through courses titled
computational couture, e-textiles and wearables, bio dyes and bio fabrics, skin electronics and such. Fabricademy has
a distributed education model where local fab labs form nodes in which students learn in local workgroups with peers
and mentors and connect to the global network via video based interactive classes and online content sharing. The
curriculum and teaching content are developed and foreseen by the Fabricademy and transferred to local node
instructors in boot camp training sessions. In addition, the textile academy boot camp by Fabricademy offers intensive
4
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courses for fashion and textile designers, and digital fabrication experts that explore new alternatives to the current
textile and clothing manufacturing systems. Similarly, e-textile summer camps started in France in 2011 are peer-topeer led, self-organized gatherings of e-textile and electronic craft practitioners in fashion where they share their
expertise via hands on projects as a community.
Including but not limited to the examples above, there is a breadth of maker spaces and maker communities of
fashion and textiles that are providing distributed, active learning opportunities where the individuals can craft their
educational experiences tailored to their unique needs. Since maker related activities of fashion require expertise and
skills in significantly different areas, collaborative courses offered by multiple instructors from different fields and
fashion design courses related to maker subjects open to other disciplines that utilize different digital fabrication tools
are applicable in fashion design curriculums. Extending courses beyond classrooms to exhibitions, maker faires and
workshops to build communities and increase sense of belongingness are also alternative paths to incorporate maker
mindset in fashion design education.

3 Learning Fashion in Maker Communities
One of the most distinguishing characteristics of the maker movement is the common mindset of collaborative,
hands-on making and learning (Martin, 2015). This is not unlike the traditional fashion design higher education
experience, where students create a body of work via making. However, an important aspect of learning and
knowledge transfer in maker communities and maker spaces in comparison to formal educational settings is the
intrinsically motivated, peer-to-peer learning in a process focused manner using newly acquired digital skills.

3.1 Peer-to-Peer vs. Top Down
Maker spaces outside formal education not only provide a meeting space to experiment with wide variety of digital
fabrication tools and building capabilities (Forest et al., 2014) but also a platform for peer-to-peer and networked
learning (Nilsson, 2012). New maker enthusiasts build relationships and commit to values of their ever-evolving
communities through regular and progressive participation in the varied maker activities valued by that community
(Wenger, 1998). Most maker projects involve a group working together on a common goal in a collaborative nature
that includes both novices and mentors in a physical and cognitive apprenticeship model (Kuznetsov & Paulos, 2010;
Brown, Collins & Duguid, 1989). In this setting, expert practitioners make tacit processes accessible to novices,
furthering the learning experience for both mentor and mentee (Forest, 2014). This climate also allows for creative
problem solving across genres, something that is increasingly important for the fashion designer in practice. By
supporting collaboration and the ability to look outside fashion design, to biology (bio science), engineering, etc. there
is the opportunity for the instruction to inspire a cultivation of interdisciplinary tools that will be invaluable to prepare
the fashion designers of tomorrow.
Fashion design studios are not passive places where students work in but also engage with interactive tools for
discussion, reflection and articulation (Gully, 2009). However, learning is mostly an individual experience guided by an
instructor in a top down structure in which pattern making and construction are taught in a craft-based model
through replicating a sample made by an instructor (Gully, 2009). Especially in introductory fashion design courses,
similar learning practices still apply although instructors may use video tutorials of demonstrations as an aid for
learning. Students present their ideas and creations informally in peer groups and formally in critiques (Gully, 2009)
but most of the time they work individually on projects with set deadlines. This atmosphere creates a climate of the
designer working in a bubble, and depends upon the individual to seek out opportunities to collaborate or even be
exposed to new tools, technologies or materials.
In addition, making spaces in formal educational institutions are typically places accessible to trained students and
most digital fabrication activities are run by trained professionals like technicians (Forest et al., 2014) rather than led
by collaborative peer groups. In fashion education, students experience learning in studio environments where they
operate sewing machines of different kind. However, when it comes to specialized machinery such as a jacquard loom
or a CAD knitting machine, students tend to seek instruction from a technician or an instructor. This institutionalized
way of learning is important, as it provides attention to the details of the subject, however maker mindset can be
complementary in helping to add a layer of collaboration and help to alleviate the designer working in seclusion.

3.2 Intrinsic vs. Extrinsic Motivation
Farritor (2017) defines intrinsic motivation, as opposed to extrinsic motivation, referring to behaviour that is driven by
internal rewards rather than rewards coming from another source. According to the author, while the decision of
5
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“pursuing a college education requires intrinsic motivation, the day-to-day activities such as attendance to lectures,
assignments and exams are extrinsic motivations in formal education”. While learning is very structured in formal
education contexts, in maker communities the student learns by designing and creating objects of personal interest.
The juxtaposition between a disciplined and a degree focused course curriculum and a maker space-learning
environment is pronounced. In maker communities and environments, learning happens in an authentic, engaging and
personal context rather than relying on a fixed curriculum. Makers are free to focus their activities where they want
to; “they can develop their areas of strength, or venture into new territory when they want to learn something new”
(Martin, 2015). On the contrary, in fashion design education, the learning process is highly structured. There is a
specific list of required courses focusing on fashion design related skills and elective courses from other fields with
some flexibility. Students build skills and knowledge by accomplishing prescribed hands on projects in a given order.
Fashion design students are restricted by external requirements in their projects such as the type of fabric they can
use, the sewing and finishing techniques they can apply or the target market they need to design for. Only after
students acquire these basic skills, projects become more flexible, less defined and open to creative exploration but
still guided by expectations and deadlines. Therefore, there is a need for further research into the potential for
integration between the formalized higher education experiences with the maker space model.

3.3 Process Driven vs. Product Driven
The maker mindset provides the contexts of playfulness, being process focused and failure positive. Dougherty (2012)
notes that although the emergence of maker movement was ignited by accessibility of digital fabrication tools and
online maker communities, the core of the movement is experimental play or a playful environment that encourages
experimentation, failure and variation of experiences (Martin, 2015). According to Schrock (2014), making requires
social contexts called the “creative play” as he quotes David Gaunlett’s (2013) definition of making as social
collaboration and connection between individuals and materials where creativity functions as the social glue. Play
draws people into state of flow in which they make things simply for the reward of enjoying how it turned out.
Therefore, making in comparison to formal fashion design education is more involved with the process rather than the
products as objects are created in an ongoing process fuelled by the satisfaction that comes from experiencing it.
Making is process driven, a polished and finished product is not the end goal and most of the time products are
unfinished or are hyper functional, futuristic and conceptual as they function as the means to explore and push
boundaries of different fabrication techniques. Learning in making happens through an iterative process of
experimenting, failing and experimenting again (Petrich et al., 2013) where failure is as much as appreciated as the
success. Makers use social media to share their creations and processes and it is very common to see a maker sharing
failed attempts and failed end results as much as finalized creations. In contrast, failure is not appreciated in most
educational contexts. In formal fashion education, making process is fuelled by the requirement to have a high-quality
finished piece; perfectionism in craftsmanship and fully designed and completed end products are expected and
critically evaluated. The emphasis in this evaluation is on the end product rather than the process.

3.4 Digital Skills vs. Traditional Skills
Makers of fashion outside academia utilize digital fabrication technologies and tools and have related skills beyond
clothing development and production. Learning of these skills in maker communities is a continuous, collaborative
discovery as a result of encountering with tools, materials and methods and environments. According to Wertsch
(1991; 1998), tools are active objects that have influence on how we think and behave enabling individuals learn and
experience things otherwise not possible. A combination of the traditional skills with new digital tools and
technologies in fashion leads to completely new and disruptive approaches to fashion that are not taught in
educational institutions. Implications of the maker movement on the future of fashion design raises the need for
alternative educational approaches that would integrate new skills such as 3D modeling and coding, new knowledge
about entirely different material technologies as well as new interdisciplinary and collaborative learning models (Raj &
Morris, 2016; Sun & Zhao, 2017). Many fashion design schools are beginning to address this paradigm shift. For
example, Parsons School of Design is defining their students as more than designers producing clothes but as
innovators and thinkers and emphasizing the importance of interlacing craftsmanship with technology in innovative
fashion (Cyr, 2014) and Royal College of Art is offering M.A. degree with Soft System specialism that focuses on smart
textiles and digital fabrication.

4 Conclusion
The maker movement has been an influential social phenomenon that is challenging design education by blurring the
boundaries of design disciplines, engineering and art. Availability of learning opportunities outside academia and
6
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access to digital fabrication tools to experiment with new ideas have led to formation of self-made, hybrid designers
who have untraditional skill sets. Especially in the context of fashion design, technologies such as 3D printing, CAD
based manufacturing, and sewable, textile-based electronics have challenged the higher education system as a whole.
Different educational institutions are responding to this challenge with different strategies. Some schools are
emphasizing ‘design thinking’ to educate fashion designers who have broader conceptual understanding (Faerm,
2012), some schools have started maker centres where students can interact with variety of tools and techniques
while some are building internal and external collaborations and formulating making related projects across different
educational programs (Cyr, 2014). While this is a beginning, there is also a need for the implementation of the learning
experiences that are fostered within the maker culture to be conveyed within the fashion design school model. The
terrain itself is a natural fit, with the maker space setting a perfect parallel to the design studio. The world of fashion is
a climate of constant change and creativity and therefore a very apt place for this type of rethinking of the climate of
learning and education exchange to occur.
Fashion design education can be restructured to incorporate new materials and technologies in clothing design.
Making activities related to fashion outside academia require adopting digital and technical skills beyond traditional
clothing making and experimenting with untraditional materials. It is important for the design educator to consider
the ultimate fashion design industry that they are preparing their students for. In contemporary fashion houses,
brands and creative studios, there is a demand for designers who are well-versed in a multitude of modalities, even if
they are not proficient in each one. The ability for designers to look beyond the tools that they are using to create, and
across industries that can benefit from design thinking will only increase their viability as successful candidates for
roles as well as their potential for longevity in the industry.
The top-down learning in academic settings of fashion can benefit from peer-to-peer, open source learning models of
maker communities. Fashion is a much more self-expressive field than the other design fields and designing in teams
in a collaborative manner is very rare. Fashion design courses which challenge students to design within an
interdisciplinary participatory design framework and to experiment with open source activities where their ideas can
be hacked and altered would help to build new competencies sought after by the industry. Such courses in contrast to
traditional courses available in the fashion design curriculum should be process driven rather than product driven
where unfinished or conceptual products as well as failed attempts serve as a medium to challenge boundaries of
creative thinking and digital fabrication capabilities.
Building community within the formal education can also be a powerful context to incorporate non-traditional tools,
materials and to promote intrinsic motivation to learn new skills in fashion. Fashion design studios could be
restructured or maker spaces could be made available within an institution to offer informal and after-hours
gatherings for making and socializing with peers. Creating projects for exhibitions, maker faires and other off campus
activities as a cohort could be used to foster community building around fashion and making related subject matter.
For future research, case studies of online and physical maker communities of fashion can shed further light into
learning experiences in these environments. In addition, important aspects of learning in maker communities as
described by this study can be explored through real world applications in formal fashion design education.
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